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SENNA 

PORTRAIT OF A RACING LEGEND 



F or many Ayrton Senna was the great¬ 
est racing driver that ever lived. He 
certainly was a man whose love and 
understanding of the art of Grand Prix rac¬ 
ing was unequaled. 

For those wishing to remember the 
genius that was Senna, Oxford 
International Publications have produced 
this fine tribute. 


From his very first victorious karting 
race back in 1973 to his domination of 
Formula Ford 2000 and Formula 3 during 
the early 80s through to his three Grand 
Prix World Championships this book pro¬ 
vides a unique photographic record of his 
career. Featuring over 140 giant colour 
photographs this limited edition book is 
available for just £20. 


Senna - Portrait of a Racing Legend 
brings you a unique stunning photo¬ 
graphic record of Senna's life. 
Reproduced on the finest quality art 
paper Senna - Portrait of a Racing 
Legend is brought to you in a dramatic 
12 inch square format. Available only 
in strictly limited, individually num¬ 
bered, edition. 


ORDER BY CREDIT CARD ON: 

0865 202770 



BY CHEQUE OR CREDIT CARD FROM: 

Oxford International Publications Ltd, 

16-17 Hollybush Row, Oxford, 0X1 IJH 

Available exclusively from 


SENNA 



I would like to order □ United Kingdom (£20) 

Senna - Portrait of a □ Europe (£25) 

Racing Legend □ Rest of the world (£30) 

Name. 

Address. 

...Post Code. 


Credit card number: Expiry date: 

□□□□ □□□□ □□□□ □□□□ 


Oxford International Publications Ltd 




























6 BC KID II 

The kid is back in this 
hilarious platform romp. 
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You’ve seen now play the 
same with this puzzler 
from another dimension 

12 Wario Blast 

Nintendo offer the clas¬ 
sic Bomberman for the 
Gameboy but this time 
you’ve sot the evil Wario 
to contend with! 

14 Platform 
Extravasanza! 

We brins you full reviews 
of ail the sreatest ever 
Gameboy platformers. 

So there’s no excuse not 
to pick the nest! 

30 Mansa 
Mahem 

Reviews of the latest 
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in the bank you'll be able to collect lots of, er, smiley faces which can later be This could be a very bad situation to be in if you were a lesser platform same 

used in, er urn, a very positive way indeed which will almost certainly help character* Suspended over a sapins ravine with bis sharp spikes could prove 

you in your quest (Look if you don't know how are the readers supposed to? ED) hishly fatal if it weren't for you ability to stick to the roof 



Well it seems that once again we are in a position to give you another 
exclusive preview. This months preview is a look at B C Kid 2 a little 
beauty of a platform adventure that promises to be an absolute corker. 
Read on . 


T his is not the first time 
you will have come 
across this lovable lit¬ 
tle rogue. In fact BC 
Kid has been seen in 
all sorts of formats including PC. 
Well now he’s back on our little 
portable palm pleaser, so lucky us 
have got the chance to romp 
through several levels of mad 
platform adventure. Super BC Kid 
is soon to be released on the 
super Nintendo so it seems BC 
Kids programmers have been 
rather busy, which is not a bad 
thing at all as I’ve got a lot of time 
for the little geezer and his very 
strange antics. 

Well no one sent me any infor¬ 
mation on what our little hero’s up 
to. So I’m going to completely 
make it up, please bear with me. I 
would say that our little hero is 
going to rescue a girl which is a 
good traditional platform story 



line, however, this being the new Being a man of the nineties of 

politically correct 90’s we can’t. So course I have no problem with 

lets have a change before we get this. Well I’m no nearer deciding 

to much grief from our feminist why our little fat headed friend is 

friends, and believe me, I know all bothering to risk his neck against 

about feminists as I live with one. all sorts of nasties including some 


rather evil looking end of level 
bosses that come in all sorts of 
shapes and sizes, including a sort 
of galloping spiky bull creature. 
Anyway back to the non-existent 
story line. I suppose that the kid 
could be 


I suppose that Mie 
kid could bo senring 
fho planet.. 



saving the 

planet from all sorts of invading 
alien hoards, after-all he does 
seem to spend a lot of time float¬ 
ing around in space bumping into 
all sorts of floaty thingys. Well it 
doesn’t really make an awful lot of 
sense to me as, no offense 
meant, I simply don’t think that a 
little kid can save the planet, mind 
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you this is one hell of a kid. He 
struts around nutting people and 
dropping onto them from a great 
height head first. What a man he 
is, in fact the more I think about it 
the more I realise that our little 
loveable rogue of a hero is more 
than capable of saving the whole 
world, In fact I’d say that there’s a 
fairly large chance that in fact B C 
Kid could well be on a mission to 
save the 



whole of 

the known universe from even 
larger alien hoards. Or possibly 
he’s part of the invading alien 
hoards. No I definitely think that 
the kid works alone, and he’s far 
to loveable to be a baddy like 
Wario or someone. So what on 
earth is he up to, well I’ve got no 
idea . 

The little kid is quite a charac¬ 
ter, in fact he’s quite several char¬ 
acters. For a kid he's got quite a 
few problems. I mean, this kids 
knee high to grasshopper and yet 
he seems to have some major 
psychological problems. He is a 
full on scitsophrenic, and he 
doesn’t simply have two charac¬ 
ters, he has loads and there not 
all quite so lovable as the guy 
who first appears on your screen. 
What happens is, the kid strolls 
on up to a chicken, which are of 
course spread liberally around, 
then what he does is head butt 
the little fowl which he then 
munches on. this has a very 
bizarre effect, one that makes 
salmonella look quite pleasant. 
He sort of starts flashing as he 
becomes several different char¬ 
acters. All you have to do is hit 
the button and he stops flashing 
and becomes one of these char¬ 
acters. 

Firstly there is a little burglar 
who, funnily enough, is quite 
good at burgling and picks locks 
very easily. You ‘II notice lots of 



Completely unrelated picture box 



BC Kid climbs a wall to 
avoid an otherwise dodsy 
encounter with a bad buy 
and some sharp spikes 


An interestins composition in 
which the artist has used the 
delishtful backdrop of a 
wall as a juxtaposition to 
the harsh shadow cast by 
the BC character* In many 
ways this is symptomatic 
of his earlier work 'slass 
of water’ but also it 
shows a sinister new 
melancholy in his work 



In the butchers you can 
set sort of sweety thinss 
which are useful in many 
respects but also can be 
very bad for your teeth 


This cunnins bonus 
level sees BC trying to 
knock a sort of alien 
chap off his pedestal - 
cunnins 
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End of level bad¬ 
dies are usually 
known for their 
badness and the 
fact that they usu¬ 
ally appear at the 
end of levels and 
this same ‘s are 
no exceptions 


Not only are theJb^ ? 
suy's content with waUc* 
ins around tryins to kill 
you but they also fly 
around tryins to kill you 
- doesn't that just make 
you sick! 


doors with key holes, well the pint 
sized thief is pretty good at break¬ 
ing into these doors in record 
time. The youth of today ey ! 
These doors reveal all sorts of 
goodies that can all be of great 
use to your journey. In one set of 
rooms you will find a bank that is 
stacked full of smiley coins (some¬ 
thing that you have to collect 
throughout your journey I never 
found out quite why I was meant 
to be collecting these coins but it 
was fun anyway ), in another room 
you find a butchers and when you 
eat the meat you find that exactly 
the same thing happens as when 
you eat the chicken, this Is a very 
severe eating disorder that could 
really confuse you. So you get the 
option to change your character 
again. 

Another of these secret locked 
rooms is a hospital. Inside you’ll 
find that there are two hearts, one 
large one and one small one. The 
large one will give you another life 


whilst the small one will give you a 
boost to your life power that may 
well be needed. Another way to 
get these small life saving hearts 
is to jump up and land on one of 


these chicken things from a great 
height and land on it on your 
head, this sorts you out in 
moments of difficulty. One thing 
you must watch out for is prison. 


Oh yes, it’s just like the real world, 
you can get caught and if you do 
you will be punished. When you 
break into some room so you are 
caught unawares and find yourself 
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"fight another ^ 
kid ¥rhe hears a 
striking resembiance 
L. te Hebe cep" ^ 






like those geezers out of ‘Flash 
Gordon’ who can fly, and funnily 
enough this little chap is particu¬ 
larly good at flying, well that is to 
say that if he jumps then he 
glides further than the other char¬ 
acters, this is something that can 
come in very useful. Another 
character who appears Is a fully 
bandaged B C Kid. This guy only 
appears after you have suffered 
a severe beating. One thing to 
look out for is a set of little birds 
who take you to a special stage 
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BC KID 2 

PUBLISHER: Virgin 


This is an excellent plat¬ 
form adventure and I really 
believe that it will go down 
as a classic. There are 
some really nice touches 
such as the changing char¬ 
acters of our little hero 
and his novel moves. The 
special stages are excel¬ 
lent fun and the locked 
rooms keep you busy. The 
Graphics look great and 
the soundtrack is pretty 
good. To polish it off, B C 
Kid himself is a loveable 
little rogue. This game is 
truly excellent and will pro¬ 
vide you with hours of fun. 


where 

you get to fight another kid who 
bears a striking resemblance to 
Robo cop. He’s actually quite 
easy to beat, but you have to be 
careful. 

There are all sorts of baddies 
to face and they get stranger and 
stranger as the levels develop. 
You start of on a very earth like 
place and once you have com¬ 
pleted three stages you get to 
fight an end of level boss. After 
this things get even more chal¬ 
lenging as you find yourself on 
trains, in space and on a sort of 
space battle ship. Our hero 
though has no real problems in 
fighting his way through this plat- 
in jail (isn’t that Goal ed) and you looks remarkably like some kind form maze. He can cling to ceil- 
will be fined half your smiley face of devil with rather sharp looking ings and walls with his teeth. This 
coin thingys to carry on with the teeth who sort of bites any bad- is a very useful tactic especially in 
game, so kids don’t be naughty or dies to death and really looks very the early stages of the game 
you’ll be punished. The other mischievous indeed. Another where you can use your teeth to 
characters include a chappie who character is a kid who looks a bit avoid stake filled pits . 


This is the alien 
level which is 
populated by er, 
um, er aliens 
(that was a very 
poor caption 
indeed, your 
fired! ED) 



































































Yes it’s another great preview from the G B Action team 







and this ones a corken This has to be one of the ultiitiai^ 
in puzziers to be seen on the Game Boy and it’s out soon ^ 


Jackson and have to stan^ up tolhfeV 
brute RA who tt seems' his beady Vyhat 

eye on the earth with a mind to turning to: close the star^ates isn\t:^c>|Mtjy4^' 

it into a slave planet. He has created ^Straightforward- ' Basically 

series of stargates to keep his planets gate;has an:address.!made up Sf.hferaTv;. 


not one bif. After sjrtgg|hg'for 
minutes or so I waaJorced to commit: 
that most cardinal of sins, I read the 
instruction book, and then I read it 
again and again and again; I’m not 
famous for my high level of intelli¬ 
gence and this game stretched it. The 
game has got absolutely nothing to do 
with platforms, violence, small badly 
animated sprites leaping around and 
never really doing anything, this game 
is a sort of cross between noughts and 
crosses and tetris and is all loosely 
based around the film. This game Is a 


T . his is most definitely a 
; case of ‘you’ve seen the 
i film now play the game’. 
: When I heard that I was 
J going to get the chance 
to review this game I was quite excited 
at the p'rospebt of playing what I 
expected to be another platform/beat 
‘em up game based around a film. I 
was however to be very surprised ! 
When the game arrived I stuck it 
straight into my Game Boy and sat 
back in preparation for some mindless 
violence and a bit of gameplaying skill. 


I didn’t get what I expected , oh no, . real challenge that should actually get linked. Funnily enough it is these star- glyphic symbols. Thdre are sex/fem • 
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moi=e^1han ^ adoress m^ing 
hard." You will also come 
^-across something called the 
VbaSfe.gdd in battle mode, 
■■■fc ■ This is a map show- 

> "Ra can bury you i^g ^^ere an the 

from the other side of stargates are and 
Ili0 Staraate" 

:v'> also requires some 

ileie thought. There is the 

er way is to option to choose which gate you 

n a circle, you can are fighting over. If the ^ates them- 
se or counter clock- selves are battles then this is the war. 
0 difference. Watch If ra takes a gate next to one you 
argates often have alreacJy have then you will find that 


[|.mafjh.b^tle fnodg yourepponeot^ wise, this makes no difference. Watch 
fe;.. ter-can bury you.te out though, the stargates often have 


your gate also automatically becomes 
his. Obviously this can become some¬ 
thing of a problem. One has to think 
quite carefully before choosing the 
next gate to battle over. 

This is not what I expected at all, but 
don’t get me wrong, that’s not to say I 
don’t like it, in-fact I like it a lot and 
think that as long as you have the tini¬ 
est bit of intelli¬ 
gence then 

VO''-" .-This is n.l wh.t I 
expected at all... I 
like it a lot" 


HX-SCORE 


RSG. 

HRS. 
DRX. 
BPn. 
SRH. 
H - - . 
HMT. 
RL-H. 
ERX. 











































































Our hero searches for somethins to do in one of the rockier levels^ 
Just standing around is not what the game is all about and maxi¬ 
mum enjoyment can only be obtained by operating the controls 


It’s all the same playing either Wario««. 




Well no sooner have we given you a review of Bomberman along 
conies ‘Wario Blast (featuring bomberman)’ and guess what ? It’s 
almost exactly the same game down to the last detail. But it’s stiii 
a cracker of a game that simpiy can’t be beaten 


W ell I have absolutely 
no idea what’s 
going on in the 

_ gameswriting world 

but as long as your not taken in by 
it all then it’s great. 

This game is quite simply 
‘Bomberman’ which is not just the 
game reviewed in issue thirty one, 
but is also a game available some 
time ago on certain systems that 
don’t quite have the technology of 
your Game Boy and were an 
awful lot bigger having such 
strange things as keyboards and 
needing things like T V’s or moni¬ 
tors, mmm. 

Well the classic Dynablast 
came on to the Game Boy scene 
and Instantly provided hours of 
tomfoolery which tended to 
involve mass destruction (mind 
you there’s not an awful lot of 
games that don’t involve some 
kind of destruction) and was a bit 
of a hit at a very reasonable price. 
Many found it quite hard to get 
hold of, well now you don’t need 
to get it because here’s Wario 


Blast and It’s an absolute corker. 

Basically this game is exactly 
the same as Bomberman and 
there’s no avoiding it. What they 
have done Is simply improve on 
an absolutely fantastic recipe. 
What I have to do Is firstly explain 
what the game consists of for 
those of you who missed out on 
issue thirty one. You have to work 
your way around a crude sort of 


maze planting bombs as you go. 
Your aim is to blow up the baddies 
who are In the maze with you by 
catching them unawares with your 
explosions or by trapping them. It 
would be a lot easier but for the 
fact that they also have bombs 
and are intent on blowing you to 
smithereens. So you have to think 
carefully to avoid being destroyed 
by not only there bombs but by 


your own bombs which is some¬ 
thing I discovered very early on. It 
is also possible to increase the 
power of your bombs and 
increase the number of bombs 
that you can drop at any one time. 
This Is made possible by blowing 
up some of the walls In the maze 
to reveal icons, there are three 
types of Icons, two of them should 
be collected to aid your powers 
and one (the skull) should be 
avoided at all costs as it does all 
sorts of strange things to you like 
slow you down or stop your bomb 
laying abilities all of which are only 
temporary but still hinder your 
task. 

The only good thing is that by 
passing your enemy you can pass 
on these handicaps putting you 
back on equal terms. 

The stages start with one 
enemy and its best out of five to 
win, you then face two enemies in 
the same maze and then three, 
after this you get to blow up the 
end of level boss where you get 
loads of Icons, then the whole 
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This is a same that I 
have to recommend to 
absolutely everyone ,it 
is simply the best 
same that I've seen 
for a very Ions on 
the Game Boy. Buy it 
or you'll resret it 
,maybe not today 
,maybe not tomorrow 
but for the rest of tour 
life* 


Standard Bomberman character 


Well, well now some action has happened! Bomberman at the top 
has cleared away several rocks while wario is in the process of 
doing the same* Very exciting (who did these screen shots? ED) 


WARIO BLAST 

PUBLISHER: Nintendo 
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jottle mode 
WS up to four plicated 
players" 

^ ' new toys 

such as warp 
transporters to shift 
you from one end of the maze to 
another very rapidly. Excellent for 
avoiding danger. There are also 
direction arrows that your bomb 
follow once you have the ability to 
kick them along. This is another 
added bonus, as you beat every 
end of level boss you get a per¬ 
manent Icon that gives you anoth¬ 
er power such as the ability to kick 
bombs or run quickly 

The bonuses of this game are 
In the fact that when you play It on 
the Super Gameboy you can play 
in battle mode which allows you to 
have (with the right adaptor) up to 
four players all battling against 
each other, believe me it’s totally 
addictive and you can simply play 
It for ages and ages. 

You also get the option to be 
evil old Wario or our little space- 
suit clad hero Bomberman. This 
game is the best I’ve seen for an 
awful long time and you simply 
have to get It. 


thing starts again 
in an even 
more com- 







































Super Marioland 
Is to many of us 
the ultimate 
classic piatform 
adventure, guar¬ 
anteed to pro¬ 
vide hours of 
entertainment 
to aii you Game 
Boy enthusiasts. 
When GB Action 
reviewed Super 
Marioiand way 
back in Issue 2 
it was awarded 
an astounding 
94%. Despite it’s 
age Super 
Marioiand 
remains an 
incredibiy 
piayabie game . 



This is the Egyptian ievei which is, funniiy enough, fuii of er, Egyptian things 


ario and Luigi are two 
of the original arcade 
heroes. In Super 
Marioiand however 
Mario is left to do bat¬ 
tle with the forces of evil all by his little 
self. As with all great adventures there 
is a woman involved. A bit of a sweety 
who goes by the name of Daisy. Mario 
of course has to rescue Daisy from 
the evil Tatanga, a particularly nasty 
space monster who is blessed with 
the powers of hypnosis, all this of 
course leads to a bit of trouble on the 
previously peaceful Sarasaland. Mario 
has to work his way through the four 
kingdoms, Birabuto, Muda, Easton 
and Chai. Each kingdom has three 
levels and Mario is racing against 
time. In Muda and Chai the third lev¬ 
els are automatically scrolling, here 
Mario has to shoot his way through to 
the end, not bad at all for a part time 
plumber. 

When Mario isn’t shooting dead the 
nasties he faces, he destroys them by 
leaping on top of them, but watch out 
some of the little critters leave behind 
a nasty surprise In the shape of a 


bomb. Mario can however pick up all 
sorts of bonuses in the form of mush¬ 
rooms (A nifty little surprise that dou¬ 
bles his size allowing him to smash 
overhead rocks to reveal more bonus¬ 
es and secret passages), extra lives 
(collect hearts or 100 coins each of 
which is worth 100 points), special 


weapons, mystery blocks, flowers 
(this means Mario can destroy ene¬ 
mies with superballs) and of course 
stars that make him invincible, but not 
for long. As Mario’s quest continues 
through the higher levels the nasty 
creatures who are trying to hinder our 
heroes mission continue to appear 
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Wow Its a secret room full of those valuable coins! 


thick and fast, however they never 
seem to become any harder to actual¬ 
ly destroy, they are simply in more and 
more awkward positions . 

Many platform games fall down sim¬ 
ply because they are far to repetitive. 
This can certainly be the case with 
sequals to earlier games where any 


improvements are simply not enough 
to change the nature of the game to 
such a degree as to re-light those fires 
of anticipation every time you go to 
pick up that little beige box. This, how¬ 
ever is certainly not the case with 
Super Marioland. Continual new sur¬ 
prises succeed admirably in keeping 


you interested. Mario gets the chance 
to pilot a submarine and a plane, he 
also faces the two scrolling and shoot¬ 
ing levels. The Game Boy doesn’t let 
down the game in any way, in-fact I 
think that it is the perfect format. 
Having said that I’ve spent much of 
the last week playing Super Marioland 
on the Super Game Boy and despite 
the fact that it wasn’t designed with 
this In mind, it wasn’t bad at all. At the 
end of the day Super Marioland is an 
incredibly playable game originally 
scoring 9 out of 10 and a long laster 
also scoring 9 out of 10. The graphic 
style may be showing signs of age 
but, just in case you hadn’t guessed, 
I’m a big fan of what I see as being 
one of the all time classics . 

Many of you probably own, or have 
at least had the chance to play on 
Super Marioland in which case you all 
know what I mean, but for those of 
you not to familiar with the game 
please don’t let it escape you any 
longer. 

Finally, here’s a pretty good cheer for 
you. To defeat Tatanga you must sim¬ 
ply fire continuously whilst moving up 




SUPER MARIO LAND 

PUBLISHER: Nintendo ) 


This is one of the best 
Sames that I’ve played 
and is still a firm 
favourite with many* It 
is very playable and a 
Ions laster. Mario is 
Nintendo and this si 
made quite clear by 
the quality of all the 
Mario sames. 
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We move on to a 
game that GB 
Action first got 
hold of in 1992 
on American 
Import. It was 
immediately 
given the atten¬ 
tion it deserved 
being given an 
overall score of 
90%, and well 
deserved. It’s 
appeal to all 
ages was 
instantly recog¬ 
nisable. Read on 
and get the full 
picture. 


j 





. j 
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T his game gives you the 
chance to be one of the 
many mad cartoon char¬ 
acters that we all know 
and love and have 
never lost their appeal to both young 
and old. Daffy Duck, Tasmanian Devil, 
Road Runner, Sylvester, Wile E 
Coyote and Tweety are all there . 

The game itself is a mad affair 
involving different characters doing 
some particularly nutty things. The first 
stage is surprisingly difficult with 
untold numbers of enemies to deal 
with. Your main form of defence is a 
thing that bears remarkable similarity 
to a frisbee, and if your no good with a 
frisbee then you can simply jump on 
the numerous baddies heads, and why 
not. You start with Daffy Duck who has 
to make use of some very fat little 
birds who fly backwards and forwards 
constantly, and the first level in time 
honoured fashion has of course got 
a, yes you guessed it, end of level 
i boss. However some of you will 


vides us with more of the platform 
part of the game. Bugs Bunny takes 
us through our final stage which is set 
in a haunted mansion where, for some 
strange reason Bugs Bunny is desper¬ 


ately searching for a lost carrot which 
seems to be rather foolish to me . 

Looney Toons is a great deal more 
than your average platform game, it 
has elements of a beat ‘em up game 


be surprised to discover that not 
I all the levels have this little nasty 
I to deal with. For instance 
Tweety’s level Is surprisingly 
easy and has no end of level boss 
to deal with, his mission is quite 
simply to collect some birdseed 
that’s In a box. Mind you don’t be too 
relaxed as you will have to face 
Sylvester and some other bad guys 
.Also there are some strange flying 
skittle type things to contend with. 
Other levels include the Tasmanian 
Devil whose sole objective is to collect 
points in a given time limit, its not easy 
as he moves very fast making it diffi¬ 
cult to see exactly where the points 
your meant to be collecting are. Also 
there is Speedy Gonzales who pro- 
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TINY TOONS 
ADVENTURE 2 

PUBLISHER: Konami 


A true classic plat¬ 
former that wont ase 
quickly. Some of the 
best same Boy sraph- 
ics and a true chal- 
lense with a bit of 
interest created by all 
the different charac¬ 
ters . 


which keeps you interested. It original¬ 
ly scored an eight out of ten for lasta- 
bility which isn’t at all surprising. The 
way that each new level really is a 
completely new challenge from tradi¬ 
tional platform to beat ‘em up to bonus 
level, all goes towards making a truly 
great game and one that continues to 
appeal. Another aspect that also helps 
it in this area is the simple idea of 
using more than one character, some¬ 
thing that could work well in other 
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RACINO TECHNIQUES & RACECAR TECHNOLOGT 



Every Driver Needs 
To Risad This! 


Nigel was aggressive 
in everything he 
did... but he 
was a humour 
free zone" 


Why did Alfa dominate 
Touring Car racing? 
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Did you ever own 
a Spectrum ? I 
did, and I had an 
ace game caiied 
Hunchback 
which provided 
me with hours of 
fun. Then came 
Super 

Hunchback, an 
absolute cracker 
of a game that 
also provided me 
with hours of 
fun. 


n t’s true that Super castle and of course the castle is this doesn’t last for long and before 
Hunchback really is a stacked full of nasty little surprises that you know it, things really start to hot 

classic platform game makes any sort of rescue attempt pret- up. There are some quirky little touch- 

and it really works well ty impossible even for a crack squad es such as our hero ringing bells with 

on the Game Boy. It of Navy Seals let alone our rather his head at the end of levels, which is 

was first reviewed by G B Action back awkward hero, but of course the good for a laugh. Another nice touch is 

in issue two which came out in July of hunchback is overcome with lust, or the Hunchbacks moves when you 

1992. Even then it was Immediately something, and so sets of on a rather leave him standing still for a while. He 

recognised as an instant classic and it tricky task to rescue Esmerelda . likes to either whistle to himself with 

has stood the test of time, rather well The game is pretty frenetic with time impatience, read a book or play with a 
in-fact. limits on the stages making fast work yo-yo. The Hunchback Is simply bril- 

The story Is of course about the gor- a necessity, unless of course you don’t liantly animated. Of course in time 

geous Esmerelda who has been kid- mind having a rather large bell fall honoured platform style there are lots 

napped by a nasty chappie who is from the heavens and crush you. The of bonus items to be picked up, each 

keeping her In his rather dangerous game starts off being quite easy but having Its own purpose. There are 
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bells, fruit and bombs, the bombs 
must be collected before they explode 
in order to collect extra lives, each 
bomb has a letter and they go togeth¬ 
er to spell EXTRA, once you have 
collected all five you will receive a new 


the time limit is even tighter than the 
main game. 

All the mechanics of the game are 
simply superb. Where as the original 
Hunchback had aech stage on a sepa¬ 
rate, single screen with tiny graphics. 


strangest thing in the whole game is 
‘Putting On The Ritz’, very strange 
indeed .The only let down Is the lack 
of a continue option or a password 
system. 

The game is quite simply an 


{ SUPER HUNCH 
I BACK 

1 PUBLISHER: Ocean 


J A true classic plat> 

H former and not just on 
I our little friend. This 

has a deservedly 
high score, it is sreat, 
it's fast and the time 
limit adds to the chal* 
lense. If you can set 
hold of it do, it's a 
sreat laush only let 
down by the lack of a 


Special net so secret bemn 


iO 


Here you 
are at the 
start of 
the bonus 
level Itself 
with one of 
the prize 
fruits above 
you 


Any 

bonus you 
have earned is 
added to your score 


SUPER 




The 
bell sig¬ 
nals its all over 


Jump from platform 
to platform to collect 
fruit and get to the end 



life, however if you are near the bomb 
when it explodes then you will loose a 
life so be warned. The fruit gives you 
bonus points and the bells multiply the 
points. It is also possible to come 
across warp holes that send you on 
journeys into amazing bonus levels 
where it Is possible to easily and 
quickly get a lot of points, mind you. 


absolute classic that is as playable 
now as ever. In it’s first review it was 
given nine out of ten for presentation 
and lastability and an eight out of ten 
for playability. I would honestly have 
given it a nine for this as well. It did, 
however, score 91% which It deserves 
fully. Get it! 


continue option or 
password system. Oh 
well, you can't have 
everythins. 


this version has big sharp graphics 
that are some of the best to be found 
on the Game Boy. The screens scroll 
Incredibly smoothly and this Is an 
added bonus. Our hero Is easy to con¬ 
trol and has some excellent moves 
such as swinging on ropes and taking 
full advantage of moving platforms. 
The sound is also not at all bad, the 
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ADDAMS FAMILY 
PUBLISHER: Ocean 


Screenshots shown here 
are from Super Gameboy 


Not top of the classic 
list but never the less 
a pretty dam good 
same that will still be 
a laush in years to 
come. This is a same 
that’s worth a look but 
don’t put it top of your 


The Addams Family was a huge cinema hit at the 
end of 1991 within absolutely no time at all it had 
appeared as a game released by Ocean. 


full advantage of these little pressies 
When you first start to play The 
Addams Family you could quite easily 
be mistaken. To start with, it is a touch 
difficult and you may not think much of 
the gameplay, but as you start to get 
to grips with the game you’ll become 
presently surprised. One of the best 
things about the game is it’s presenta¬ 
tion. The Sprites are brilliantly drawn 
and truly convey the film characters at 
their best and the house and grounds 
are brilliantly portrayed in cartoon 
style. 


In issue one this game was 
awarded eight out of ten for presenta¬ 
tion, It almost deserves more. It was 
also awarded seven out of ten for both 
gameplay and lastabllity. Whether this 
game deserves to be called a classic 
Is a point of some contention. It Is up 
against some pretty tough competition 
and it was awarded a total score of a 
very average 80%. To be honest it 
wouldn’t be on my classic list, howev¬ 
er don’t get me wrong it’s a very good 
game, and worth trying to get hold of . 




This is where you start your scary mission 
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in omez Is the hero of our 
W little quest. It Is your job 

I to control him on his llt- 

^ I tie romp through his 

rather spooky and 
rather large mansion and its extensive 
grounds. Why exactly is Gomez taking 
such a hazardous stroll through his lit¬ 
tle empire. Well It seems he has 
returned home to discover that his 
whole family is missing, yes, Pugsley, 
Morticia. Wednesday, granny and 
Fester are all missing. Gomez It 
seems Is on a mission to find them all. 

The little adventure starts right 
outside the mansions front door. From 
here you have to work your way 
around the house and gardens in 
search of family members. The house 
Itself is divided into five levels, each of 
which Is a single room. On top of this 
there is the outer areas such as the 
woods, beehive and finally the prison 
where you’ll find, yes you guessed it, 
one of the missing family members. 
Others are also to be found In other 
levels such as the graveyard and the 
boiler room. Other levels include the 
river, attic and the rather dangerous 
icebox . 

There are some little aids to your 
hazardous quests to be found. Lets 
just say that they consist of two types, 
firstly keys and secondly weapons. In 
some of the levels you’ll have to take 
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The names Pond - James Pond 

(corny or what!) 


W ho exactly is Super 
James Pond, or more 
to the point, who does 
he think he is. Surely 
this can’t be a rip off 
of that Great British hero James Bond! 
Ian Fleming would turn In his grave, 
and If I was dead I would to. No, sure¬ 
ly this can’t be a classic plat¬ 
former! ©£$%&* 

James Pond first raised his fishy 
head on the Amiga and was an Instant 
success. It was some time before this 
little rascal found his way onto the little 
beige portable palm pleaser and did 
he make it into the realms of the 
instant classics. Well it would be a 
shame to make you wait until the end 
to find out so I’ll tell you now, he did. 
Super James Pond Is a crackingly 
good game and if you don’t have it get 
hold of a copy because believe me 
you won’t be disappointed . 

The game has thirteen stages and 
each stage has it’s own sections with¬ 
in it, and this is a platform game that 
deserves to have some time spent on 
it. After a while you will become good 
enough to whip through the levels at 
high speed, however if you are pre¬ 
pared to slow down and take things at 
a more relaxed pace then you will dis¬ 
cover all sorts of little surprises. Many 
platformers suffer from the fact that 
after a while you’ve seen it all. This is 
not the case with Super James Pond. 


It Is a fiendishly complicated game as 
platformers go, nad it could provide 
you with hours of fun. 

In the game It seems that our hero 
has to diffuse a number^^^^MH 
bombs cunningly^^^^^^^H 
disguised as 
guins, and all of 
this is, apparently 
due to a so called 
Dr Maybe, 

particularly nasty piece of^^^BBI 
work he is, even to the point of taking 
over a toy factory. The stages are 
weird and varied with one section sim¬ 
ply full of old boots, very strange. 
Other stages include a toy castle and 


a game room. To score a lot of points 
you must spend a lot of time looking 
around and you can pick up a lot of 
power ups and life’s . 

This game was 
first reviewed in issue 
sixteen and it 
scored a total of 
■■Umm 80%. It scored 

eight out of ten for 
both gameplay and 
presentation, however It 
only scored six out of ten for lastability, 
despite this Super James Pond has 
stood the test of time and we at G B 
Action think that this is a classic . 


SUPER JAMES POND 
PUBLISHER: Ocean 


Screenshots shown here 
are from Super Gameboy 


Thirteen stases of fun 
filled platform action 
for all the family* It 
may be takins a dig at 
one of our nations 
best loved hero’s, but 
it is in jest and it’s 
done so well you have 
to forgive such bias- 


"it seems that our 
hero has to diffuse a 
. number of bombs" 
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AYRTON SENNA - LIMITED 
EDITION POSTER OFFER 



AYRTON SENNA 

PORTRAIT OF A RACING LEGEND 


B rought to you from the publishers of 
the acclaimed 'Senna - Portrait of a 
racing Legend' this stunning high quality 
poster print features scenes from Senna's 
memorable Grand Prix career. Scene's 


depicted are some of the most spectacular 
from the book and include Senna cele¬ 
brating his 1990 win at Montreal and dri¬ 
ving his No. 1 McLaren MP4/6 to victory 
in the 1991 Phoenix Grand Prix. 


This poster is brought to you in a dramatic 
800mm x 600mm square format on superb 
quality art paper using the very best colour 
reproduction. Delivery in a sturdy tube will 
be within 28 days. Ideal for framing. 


ORDER BY CREDIT CARD ON: 

0865 202770 (24 HOURS) 



BY CHEQUE OR CREDIT CARD FROM: 

Oxford International Publications Ltd, 

1 6-1 7 Hollybush Row, Oxford, 0X1 IJH 



I would like to order_copies □ United Kingdom (£7.50) 

of the limited edition Senna □ Europe (£10.50) 

poster from Oxford International □ pest of the world (£15) 

Name. 

Address. 

.Post Code. 


Credit card number: Expiry date: 

□□□□ □□□□ □□□□ □□□□ 


Available exclusively from Oxford International Publications Ltd 
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McDonald’s don’t you just love’em? Nothing better for stop¬ 
ping the old stomach grumbles! Well you’ve tasted their 
gherkins, lets see if their games any better. 




el! it seems that our 
favourite advert char¬ 
acter (,and most real¬ 
istic), Hamburglar, 
has in his usual way, 
caused a bit of a fuss in Me 
Donaldland by stealing dear old 
Ronald’s little magic sack. What a 
bugger, ey ? Personally I’d be Quite 
happy for Ronalds magic sack to stay 
lost, however the people at Ocean in 
their greater wisdom have decided 
that someone should go and retrieve 
the bag in question. Well not me, 
there’s somethings I wouldn’t do for a 


large McDonalds Cola and a 
McChicken Sandwich. So it seems 
that instead the task has been given to 
two chaps who go by the names of 
Mick and Mack. As to which one finally 
goes on this mad mission into the 
unknown, that is for you to decide. 

The next choice you will have to 
make before you finally set of on your 
quest is how hard you want the game 
to be (in reality there doesn’t appear to 
be much between the two) Then you 
have the chance to meet the big man 
himself though I always wondered if 
he was in some-kind of disguise as the 


graphics at this part of the proceed¬ 
ings are not the best I’ve ever seen. 
After this the game starts in ernest in 
the style of the Mario saga with a 
beginning map scene. 

The game is a classic styled game 
but not really a classic. There are of 
course lots of things to pick up (these 
tend to come in the form of ‘m’s that 
are continually revolving ) and there 
are also of course lots of little nasties 
to avoid that take the form of snails, 
birds and spiders, all of whom should 
be avoided at all cost. The two little 
chaps who have to face these assort¬ 


ed meanies don’t have any real 
weapons, they do however get the 
chance to throw big white blocks 
around, and these can it seems be 
fairly destructive as far as the baddies 
are concerned. If you get yourselves 
into trouble, don’t worry to much 
because you have four whole lives. 
Each of your lives has five hearts and 
every time you to get into trouble you 
will loose a heart, do not fear, hearts 
are relatively easy to find and boost 
your life-force back up to full. However 
when you do loose a life you have to 
restart the level which can be, as 
























































always, incredibly tedious. 

There are also bonus levels to be 
found and unlike other games these 
levels are not always found at the 
same place. However this is the only 
new idea that was seen with the 
launch of this game. The baddies that 
you do come up against are really no 
more than a slight nuisance, however 
it does mean that it can really appeal 
to the younger games players who, 
lets face it, are the only people who 
are ever going to buy a game named 
after Ronald Bloody McDonald. 
However this game is actually not a 
bad platform game at all and well 
worth a quick look if you ever get the 
chance. 

The music in the game is a bit groovy 
though you might want to turn it off 
after a while as it can get very irritating 
when heard continuously. The graph¬ 
ics though not ground breaking, are 
pretty good and it actually scrolls very 


well (a big bonus). 

This game only really falls down on 
the fact that it is directly connected to 
Ronald McDonald. Fresh characters 
could have been just enough to make 


this game a classic. It scored eight out 
of ten for gameplay and lastability and 
seven out of ten for presentation. It 
scored a worthy 80%. 
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McDonald 

LAND 

PUBLISHER: Ocean 


Honestly this is really 
quite a sood platform 
adventure * Needless 
to say it is seriously let 
down by its connec¬ 
tion with that unbear¬ 
able commercial 
clown and retrievins 
his mask bag simply 
isn’t enoush motiva¬ 
tion for me! 
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Kirby’s Dream Land is in our humble opinion another of the all time 
great platform games. However this game also includes an element of 
shoot *em up games just to really get you going. Yes! it’s another clas¬ 
sic platformer. Read on and discover just why. 


t seems that the inhabi¬ 
tants of Dreamland are 
in a bit of a fix. 
Stomachs are rumbling 
and somebodies raided 
the larder. Not only have they villain¬ 
ously munched their way through 
every thing from last nights left overs 
to untouched delights BUT they’ve 
also stolen the stars that are vital In 
gathering grub. Time to meet our hero, 
a strange looking bloater by the name 


of, yes you guessed it, Kirby. The 
strange reason for Kirby’s rotund fig¬ 
ure is, I am reliably informed, due to 
his previous incarnation as a pinball 
character where he also took the star¬ 
ring role. Kirby’s experience as an 
arcade star has obviously helped him 
hone his abilities as an ail round good 
guy. Kirby is a veritable vacume clean¬ 
er, swallowing up baddies and spitting 
them out like bullets at the next baddie 
unfortunate to come across our heroes 
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path. 

Kirby has to cover five stages. The 
stage Include the Green greens a par¬ 
ticularly pleasant stage, the castle, 
Float Islands perfect for Kirby to catch 
a few rays In this tropical paradise, the 
clouds where Kirby seems to enjoy a 
more than pleasant moonlight floating 
session and of course last but most 
certainly not least the mystical moun¬ 
tains where Kirby faces his ultimate 
challenge. All of these stages appear 


at first glance to be rather nice settings 
for a vacation. But watch out because 
in amongst the palm trees and fluffy 
clouds lurk unseen dangers all of 
whom appear to be far to nice looking 
to actually do you any harm. Don’t be 
deceived, there’s danger in them there 
hills ! At one stage our hero can be 
unfortunate enough to find himself 
subject to a severe beating around the 
head with a rather nasty looking bal¬ 
loon by a young lad who simply can’t 
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stand still. He also has to face a 
strange looking chap who bears a 
striking resemblance to Pinochio. 
Strange ducks also attempt to hinder 
your progress and if your really 
unlucky then you could fall over a 
cliff, or run into a jellyfish . 

In Kirby’s dream land there are all 
the usual end of level bosses all who 
seem to be just that little bit more 
ferocious than their followers, and of 
course there are several bonuses to 
be found. There are a selection of 
edible goodies to help restore your 
flagging energy levels. These include 
lollipops, pep brews, magic food and 
sugar that means for a while you can 
really do your enemies some dam¬ 
age. 

Kirby’s Dreamland Is truly a giant of 
a game. The levels are all very differ¬ 
ent and the graphics aren’t bad 
either, it has all the characteristics of 
a great game, the secret passages, 
great hero, the collectable bonuses, 
the diverse levels and best of all it’s 
great fun to play and you wont get 
bored of it to quickly. When G B 
Action reviewed this corker back in 
issue five it was given an absolutely 
huge 92%. It scored nine out of ten in 
gameplay, lastability and presenta¬ 
tion. Even playing it now I have to 
admit it is a great game that’s neither 
too hard or too easy. It is a challenge 
with a hero who actually seems to 
have a real character the graphics 
providing the lovable little rogue with 
a couple of superb facial expressions 
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This game really does 
figure as a classic 
platformer with a 
great hero and a 
mixed level of difficul¬ 
ty. A truly wonderful 
romp around dream¬ 
land with our fine fat 
friend. 



IC£s 


This is where you enter the special rooms 



Si 



And here you are inside one! 
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YES IT’S TIME FOR MORE MANGA NEWS, A FEATURE WE HOPE TO 
KEEP AS PERMANENT AS POSSIBLE. THIS MONTH WE TAKE A LOOK 
AT THE SCCOND PARTS TO BOTH THE ‘A.D.POLICE’ AND ‘GENO 
CYBER’ VIDEOS. A RIGHT TASTY PAIR ! 


able to offer you a little insight into 
the continuing sagas. “A D Police” 
part two is called “Paradise Loop”, 
and part two of “Geno Cyber” is 
called “Vagranoid Attack” mmm, 
bit of a mouthfull or what (I wish, 
ed). They are both a right pair of 
beauties as we have been led to 
expect. 

A D Police 

A D Police two, or The Paradise 
Loop’ as it’s called is the second 
part in this three part saga, but It 
is also a story in it’s own right. It 
can only be described as a cyber¬ 
punk test of a futuristic world gone 
wrong. A world of half machine 
half people where the vogue is to 
trade in any part of your body that 
isn’t quite up to the pressures of 
every day life for new improved 
cybernetic bits and bobs. The 
story is set in the fictional ‘Mega 
Tokyo’ In 2027 ad, and believe me 
things are not looking to good for 
mankind. As you know from either 
watching part one or simply by 
reading last months Issue of ‘G B 
Action’ men have created a new 
breed of cyborgs, known as 
Voomers, who have been 
employed in all the scummy jobs 
that humans seem to hate so 
much. 

Well all is not well with these 
tools of mankind, it seems that 
they are prone to going stark rav¬ 
ing mad and getting particularaly 
violent towards their masters, As 
aresult a new breed of police are 
employed to deal with this new 
breed of psychopaths. The new 
police force is known simply as 
The Advanced Police’, and need¬ 
less to say they’re no walkover 
and aren’t going to take any grief 


A mansa cover, yesterday 


I o keep you all up to 
date with the goings 
on at ‘Manga Video’ 
we’re here again with 
I an incredibly good 
review of their incredibly good 
videos. I mean, lets face it, It’s not 
often you find a cartoon (oops, 
sorry, I do of course mean animat¬ 
ed film) thats an 18. I have never 
seen such a good bit of complete¬ 
ly necessary violence and pure 
unadulterated gratuatious err 
...violence ! I am simply one of 
Manga’s biggest fans, lets admit. 
It animated gore Is simply great. 
Manga have been providing us 
with high quality animation from 
the orient for quite some time 
now, and so far I’ve never been 
let down. Futuristic cyborg thrillers 
are teamed with animation that 
would make good old Walt turn in 
his grave. 

Well I hope the jolly nice 
chaps from ‘Manga’ like all lhave 
to say and keep sending me their 
videos to review because I ain’t 
lying and their films really are that 
good. We here at the Incredible 
“G B Action” all get together of an 
evening (with a few fine ales) to 
enjoy the latest offerings in the 
many continuing Manga saga’s, 
and if you’re over 18 you to can- 
take full advantage of these exel- 
lent adventures Into the not so 
bright future . 

Not so long ago we told you all 
about two new Manga series, ”A 
D Police” and of course the 
incredible “Geno Cyber”, both 
being pretty full on mad (arse) 
fantasy adventures (Converse 
one star for that, ed) (not half 
mate). Well we are now In the 
pretty dammed fine position to be 






from any body let alone some 
jumped up robots. Part one dealt 
exclusivley with the Voomers and 
their tendency for violence, part 
two delves much deeper into the 
morality of cybernetics, don’t get 
me wrong I’m not saying thi Is a 
video with its head up Its arse. We 
are talking a full on action/vio¬ 
lence animated film, it’s just that 
its also a little bit more aswell, and 
why not ? 

The Paradise Loop’ Is an old 
run down underground system 
that has been superseeded by a 
I new ultra modern transport sys¬ 
tem. Now it seems to be only a 
den of iniquity inhabited by prosti¬ 
tutes and scum. A great deal of 
brutally murdered prostitutes 
seem to be appearing regularaly 
on the line. They have all been 
killed in the same horrific way, that 
is to say that they have all been 
disembowled rather nastily, not 
that there’s a nice way to dlsem- 
bowl people. Who Is responsible ? 
Is it another renegade Voomer 
with their high propensity for vio¬ 
lence ? You well may ask but the 
only way to find out is to go out 
and get hold of a copy. ‘Paradise 
Loop’ is not just about the ultravl- 
olent antics of the Voomers, It 
also deals with the question of 
‘ what exactly makes aVoomer. 

! How many cybernetic acsessories 

I can tou have without turning your- 
. self Into a cyborg ? At what point 
do you cease to exist as a human 
and start to exist as a cyborg ? 
Heavy stuff eh ? Well watch A D 
Police 2 and decide for yourself. 

(GENO CYBER 2 ) 

For those of you who like, or at 
least like the idea of the A D 
Police, this is the ultimate of all 
the new futuristic, ultraviolent, 
cyborg, psychic, psychotic, totally 
nutty animated films. It Is one of 
j Mangas greatest ever offerings. It 
is In the same genre of films as A 
[ D Police and thats probably 


because It is based on the origi¬ 
nal comic strip by artist Tony 
TakezakI, the man also behind the 
original A D Police comic strip. 
Genocyber (also released in three 
stages) is almost indescribeable. 
Before I go any further I simply 
have to urge you all to get a copy 
of what I see as one of the best 
animated action films of all time . 

Genocyber is essentially the 
work of a group of nutty scientists. 
The initial development of this ulti¬ 
mate human being is hampered 
somewhat when the top secret 
and rather advanced institute 
where all the research is taking 
place is blown up under very 
strange circumstances. However 
this is not the end of the strange 
Genocyber .afterall if it was it 
wouldn’t make a very good story. 
Oh no, at this point the story 
jumps into the future as a typical 
power crazed nutcase who goes 
by the name of Dr Kenneth tries 
to get the project back on its feet. 
Enter Diane and Elaine and loads 
of strange psychic stuff. The plot 
thickens by the minute and 
before you know it you are flung 
into awhirling mele of violence 
and destruction 

Part two starts as the 
Genocyber has been whirled into 
the future by a time distortion after 
the destruction of Hong Kong. Yet 
again the violence starts In ernest 
as the United Nations retaliate 
with their own ultimate weapon, 
the Vajranold. This is the ultimate 
Cyborg fighter pilot, a pretty seri¬ 
ous piece of work who makes full 
use of the rather strange powers 
of ‘Chi’. As with all these cyborg 
types, Vajranold loses it complete¬ 
ly and starts to engage In some 
hard core violence Involving, a 
civilian plane and an aircraft carri¬ 
er called the ‘Alexandria’ .Of 
course things hot up even further 
as this becomes the scene for a 
showdown between the two ulti¬ 
mate warriors. 
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The world's only Game Boy mag can be 
ordered at a newsagent near you. 
Don't be a geek, a freak or averagely 
oblique. Order it NOW. 

Dear Newsagent, 

Please would you reserve/deliver a 
copy of GB Action every month for: 

Name_ 

Address_ 


Post Code 


ORDER YOUR COPY TODAY 


OBMjfim 






















